
^ X-BOX 


ONLINE ENRBLED 


^1/^w.repkcernentaocs^w 




• ; 







SAFETY INFORMATION 



A very small percentage of people may experience a seizure when exposed to 
certain visual images, including flashing lights or patterns that may appear in 
video games. Even people who have no history of seizures or epilepsy may have 
an undiagnosed condition that can cause these "photosensitive epileptic 
seizures" while watching video games. 

These seizures may have a variety of symptoms including: lightheadedness, 
altered vision, eye or face twitching, jerking or shaking of arms or legs, 
disorientation, confusion, or momentary loss of awareness. Seizures may also 
cause loss of consciousness or convulsions that can lead to injury from falling 
down or striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these 
symptoms. Parents should watch for or ask their children about the above 
symptoms—children and teenagers are more likely than adults to experience 
these seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting farther 
from the television screen, using a smaller television screen, playing in a well-lit 
room, and not playing when you are drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a 
doctor before playing. 

Other Important Health and Safety Information 

The Xbox H Instruction Manual contains important health and safety information 
that you should read and understand before using this software. 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially front- or 
rear-projection types, can be damaged if any video games, including Xbox 
games, are played on them. Static images presented during the normal course 
of game play may "burn in" to the screen, causing a permanent shadow of the 
static image to appear at all times, even when video games are not being 
played. Similar damage may occur from static images created when placing a 
video game on hold or pause. Consult your television owner’s manual to 
determine if video games can be played safely on your set. If you are unable to I 
find this information in the owner’s manual, contact your television dealer or the 
manufacturer to determine if video games can be played safely on your set. 
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GETTING STARTED 



Controller port 1—I 
Controller port 2 — 


Eject button 

Power button 


Controller port 4 
Controller port 3 


USING THE XBOX UI0E0 GAME SYSTEM 


1. Set up your Xbox video game system from Microsoft by following the instructions in 
the Xbox Instruction Manual. 

2. Press the power button and the status indicator light will light up. 

3. Press the eject button and the disc tray will open. 

4. Place the JUICED" 1 2 3 4 disc on the disc tray with the label facing up and close the disc 
tray. 

5. Follow the on-screen instructions and refer to this manual for more information 
about playing JUICED. 


flUOIDiniG DAMAGE TO DISCS DR THE DISC PRIME 

To avoid damage to discs or the disc drive: 


• Insert only Xbox-compatible discs into the disc drive. 

• Never use oddly shaped discs, such as star-shaped or heart-shaped discs. 

• Do not leave a disc in the Xbox console for extended periods when not in use. 

• Do not move the Xbox console while the power is on and a disc is inserted. 

• Do not apply labels, stickers, or other foreign objects to discs. 


USING THE XBOX CONTROLLER 


1. Connect the Xbox Controller to any controller port of the Xbox console. For multiple 
players, connect additional controllers to available controller ports 

2. Insert any expansion devices (for example, Xbox Communicator] into controller 
expansion slots as appropriate. 

3. Follow the on-screen instructions and refer to this manual for more information 

about using the Xbox Controller to play JUICED. 





















I "(iiimiloii flint A 


Expansion slot B 




MI||M Il'UUl" 


I i'll llttllllllltllik 

MACK ImiIIom 
HI AM I liiitlnn 



Y button 
X button 
B button 
A button 

Black button 
White button 


Directional pad Right thumbstick 


HIIOH HUE 


'i' JUICE D Beyond the Box 

"I* / an is a high-speed or broadband Internet gaming community where you can 
11 i purmanent gamer identity, setup a Friends List with other players, see when 
1 vVu online, invite them to play, and talk to them in real-time as you play. JUICED 
i" ho ployed with up to six players online. To play online, you must have a 
1,1 1 • iption to the Xbox Live online gaming service. For details, see Xbox Live Games 
I ptige 24. 

meting 

you can use Xbox Live, you need to connect your Xbox console to a high-speed 
mdband Internet connection and sign up for the Xbox Live service. To determine 
' x Ltve is available in your region and for information about connecting to Xbox 
see www.xbox.com/connect. 

iME EXPERIENCE MAY CHANGE DURING ONLINE PLAY 
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CONTROLLING YOUR CAR 



RIGHT THUMBSTICK - GLANCE 

Press the right thumbstick down to view the action around and behind you. 

BRIGHT TRIGGER - THROTTLE 

Also known as the gas pedal or accelerator. Generally, you want to run as fast as possible 
on straight road, ease the throttle going into turns and apply it coming out of them. 

LEFT TRIGGER - BRAKE 

While JUICED is a lot about speed, it's even more about winning, and you can’t win 
running flat out. If your transmission is set to Automatic, this is your standard means of 
slowing down. If your car is equipped with a manual transmission, combining downshifting 
and braking gives you an extra measure of control. 

© BUTTON - REVERSE 

Unlike the many forward gears, you have only one reverse gear. Try not to run over things 
behind you. 

© BUTTON - HANDBRAKE 

Also know as the emergency brake. Applying the handbrake can literally bring things to a 
screeching halt, and will often cause your tires to lockup, which can lead to dangerously j 
unstable handling conditions or can be just what you want (see Showoff Moves on 
following page). 

Q BUTTON - NITROUS 

Cars equipped with a NITROUS oxide package enjoy a speed boost when NITROUS is used, 
giving you the extra pep to pass, etc. Your NITROUS supply is limited, so use it wisely. 

© BUTTON - GEAR UP 

If you have Manual selected for your transmission type, you will need to change gears 
manually. JUICED cars typically have four or five speed transmissions. When the engine is 
whining and the tachometer is in the red, it's time to shift up a gear. 

G BUTTON - GEAR DOWN 

Press the o button to go down a gear. This is often used to reduce speed around 
corners, etc. 

0 BUTTON - CHANGE VIEW 

There are different camera views available to you while racing. Depending on the 
situation, you may prefer a following camera, a close camera or another setting. 

Pressing the 0 button will toggle through the available camera views. 

RIGHT THUMBSTICK - REAR VIEW 

Pri-jss the right thumbstick down to view the action behind you. 








IN-GAME-DISPLAY 




•l|!»V lllllrtl 


alluhlly i Ini ntiHinm on 1,1m type of 


I (Id.! 


I AC CHUNK II illii|il«yn your HuiToiit, Lsp/Totnl I npB in the race 
ifll* lin/llfi ilitiplnyh I Inn uni Rmil, uric I Him unl/World lap times 
iiai:i iMiHHinni rllti|ilriyit flUrriml. rucii (Hiullilon find number of cars 
KIACK MAM whim i.iirnnd on, dlapltiyti m mop of the current track. 


iai.imimi ii ii fihnwn your RPM (eriginu mvolutionn per minute), 
i < ii ii ii i im i u All uliow'' what yimr you nrn In, Very important in sprint races! 
mm I hum i ii it indlimkuu united given In M PH. or K.P.H. (see option settings). 
hi mm Cl Ml lilt ! if lows toil 1 1 amount, of the respect gained or lost during a race, 
iiiiim n AIDS MUI visual cum:; that help to anticipate corners and braking points. 
Milium AIIIS Mill ADVERSARIES where symbols indicate the location and proximity 
"I MdvnninriMs to your rear. They take on the color of the adversary cars, and as 
Him diiitnnce increases, the symbols fade. 


PAUSING PLAY 

Iimiiiui the action, press the s <jj» button. 
'I»»>i»(mused, you have these options: 


AillNUE Resume play where you paused. 

MART Begin the action again (progress will be lost). 
HONS Access Audio and Game options. 

' iMDOIV RACE Quit current race and return to Main Menu. 


K START 


I. racing right away, select ARCADE from the main menu, 
is a straightforward game that focuses purely on your driving skills; 
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GAME SUMMARY 



JUICED is all about modifying standard street cars, then racing them to prove that 
you're the best. In addition to trillions of different possible tuning, body styling and 
paint options, there's a wide range of game modes, race types and challenges 

FOUR GAMES IN ONE 


JUICED is a big game with four different modes to suit your mood and gaming 
preferences. In ARCADE mode, you'll have instant access to a wide range of highly 
tuned automobiles right out of the box. CUSTOM mode lets you set up events with 
unlocked cars and tracks from the Arcade mode. In CAREER mode, you get to choose 
and build your own cars, then race to earn respect and become the top street racer 
in Angel City. JUICED is fully Xbox Live compatible, and gives you the possibility to 
take your own creations into the Xbox Live arena with up to six other players. 

There are OPTIONS to let you set-up preferences for audio, manual or automatic geai 
shifting* and game controllers, while the EXTRAS section gives you access to video 
tutorials 

VARIED EVENTS, ALL WEATHERS, NIGHT OR DAY! 

There are varied event types to test your skills: circuit and point to point races; 
sprints or 'drag 1 races; crew races, where you control up to three other drivers; 
show-offs, where you perform trick moves for the crowd. In CAREER mode, you have 
additional features that include pink-slip races, where you bet your car on the outcom 
of a race, and crew challenges where rivals challenge you to beat their challenges 
with specified parameters. Racing takes place at any time of day or night and under 
different weather conditions. Beware of the rain, as standing water on the track 
makes for slippery driving! 

DOZENS OF CARS TO MOD AND RACE 


JUICED has 52 vehicles from manufacturers including: Acura, Chevrolet, Dodge, Fiat, 
Ford, Flolden, Honda, Mazda, Mitsubishi, Nissan, Peugeot, Pontiac, Renault, Subaru, 
Toyota, Vauxhall and Volkswagen. They include models that range in size and power, 
from small hatchbacks, to gas-guzzling muscle cars. There are familiar favorites from 
Holden and Ford, together with a fine selection of cars from Japan, Europe and the 
US. It's fun finding out which is the best! There are hundreds of tuning and body 
styling parts to choose from: in ARCADE and CUSTOM modes, these are applied 
automatically, but in CAREER mode, you get to choose exactly how it's done. 

Different drive trains are also accurately modelled, including front-wheel drive, rear- 
wheel drive and four-wheel drive. Each displays different characteristics on cornering 
and acceleration, and the modifications added will make significant changes to the 
quality of the car's handling. 

In JUICED it's possible to damage your cars, and this will adversely affect its performanc 
hi id handling. Furthermore, in CAREER mode, you'll be expected to pay for the damage 
and you risk losing Respect if you damage any rival Crew's cars in the process. 







CIRCUIT RACING varies widely from small street circuits in residential areas, to 
cressions out-of-town racetracks. Every area of the city has eight circuits, each 
:■ their own distinctive environments. Each type of circuit puts different demands on 
: _ e cars sc you would tune and balance suspension and gearing very differently for a 
: srree: crcuit compared with an out of town track. 

POINT-TO-POINT racing involves getting from A to B in the fastest way possible. In 
e:~e ways : n sse are tougher than circuit races because they are often shorter and 
na.e _s: or-e chance to get the driving line right. Each environment has two point- 
to-point tracks. 

SPRINT RACES pit you against up to 3 opponents in a short drag race. Sprinting 
_55s menus rears, so you'll need to learn how to shift in the best way possible. Wait 
-r: :~e lactometer is about to hit the red-line then shift up. Use of nitrous is 
esse - : s n sc - nt races, but don't waste it. Wait until the added acceleration gives 
e c ear advantage. Sprinting takes place over 3 heats, so you don't necessarily 
“e.a :: >vm each one to come first. 

SHOW OFFS et you wow the crowd with amazing tricks and maneuvers. It requires 
3Ci‘ar-cez c - .mg techniques, which will also come in handy to outwit your opponents 
e : :: get tne oest times in other races. Spend some time practicing! 

r : ~ts a~e awarded for accuracy when performing the maneuvers, and for the way you 
::~d "5 maneuvers. A list of maneuvers is included in this manual and tutorial videos 
:a _ :e "-id ~om EXTRAS in the MAIN MENU. The following list explains each 
"*£r€uver. 

HIGH SPEED is where you often need to use NITROUS to reach maximum speed, 

5': :nen raid it as long as you dare. 

DONUT s were you spin the car on the spot. Apply full throttle and feather the 
-^ndbrake to induce a proper spin. Rear-wheel drives do forward donuts; front- 
wee I drives do reverse donuts. 

BOOTLEG TURN is a U-turn using the handbrake. Accelerate gently and at a steady 
e:eed give full lock to the steering while applying the handbrake. The rear of the 
car should swing around and when your nose is pointing 180 degrees from your 
original direction let the car roll forward. When coming out of the turn, you need 
f orward motion to succeed. 

360 s where you accelerate to a moderately high speed and induce a 360 degree 
so n using the handbrake while traveling forwards. The car's nose must complete 
250 degrees of turn and you must come out traveling in the same direction you 
e:erted. Different drive trains (front wheel, rear wheel, all wheel drive) and cars 
_ eauire different techniques. 
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MAIN EUENT TYPES 



180 is simply a high speed U-turn except that you continue traveling backwards. 
Driving backwards at speed is tough to master. Ideally follow this maneuver with 
a J-Turn or a reverse donut. 

BOOMERANG starts off the same way as a 360, but you don't quite reach 180 
degrees before snapping the nose back to the original line of travel again. 

J-TURN starts off in reverse gear then apply hard lock and accelerate to get the 
nose facing in a forward direction 

DRIFT is where you approach a bend at high speed, lift off the accelerator and 
steer into the bend... the car should start to 'drift' sideways. Apply accelerator 
as needed to keep the drift going. 

NITROUS DRIFT is a tricky maneuver that involves applying NITROUS and 
acceleration in the drift. 

It is possible to perform 'combinations' of maneuvers, stringing them together into 
one seamless display in order to gain more points. See below for details. 

SUPER DONUT is a Right 180, followed by Forward Donut and another Bootleg Turn 
Best for rear-wheel drive cars. 

REVERSE SUPER DONUT is a Right 180, followed by Reverse Donut and Right J Turn 
Best for front-wheel drive cars. 

QUAD-BOOTLEG is four successful Bootleg Turns in succession 

DOUBLE 360 is two 360 degree turns in succession... this is pure ballet in cars. 

FLIP-FLOP is a 180 followed by a J-Turn. Just like the movies! 

DING-DONG requires you to do a Bootleg turn, accelerate and do a 180, then a 
J-Turn and finally a Bootleg Turn. The stuff of Masters! 

CHAIN-DRIFT requires you to find four turns that are close to each other then 
Drift on each one. 

MAX SPEED 360 requires maximum speed in your car, then a spin into 
360 degrees. 

MAX SPEED 180 requires maximum speed in your car, then a spin into 180 
degrees. Beware as you'll be coming out of it backwards! 











ARCADE MODE 


JUICED ARCADE lets you 
experience all cars and tracks 
through a championship 
iitructurn Thera are eleven 
' .m int, nnch comprising five 
iivwnl ii Irncnti or challenges, 
uiii.li .it. pnrfect lap). You may 
oamplm.ii the first four events in 
miy order, winning all four to 
unlock the fifth and final event. 

In ARCADE, the cars are 
already modded for you. For fun 
with modding look at the 
CUSTOM and CAREER modes. 


JUICED CUSTOM RACE gives 
you access to the cars and 
tracks that you have unlocked in 
ARCADE. It lets you set up 
races the way you want, and 
even lets you do quick car 
customization with the 
AUTOMOD feature. Cars are 
divided into groups depending 
on their power; Group A cars 
are the most powerful. 


Get ready for your first race in 
Angel City. GOOD LUCK! 
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CAREER MODE 



This is the central game mode for JUICED and enters you into a non-linear 
environment where you must not only hone your skills, but also develop your own 
strategies for winning. It is the Career mode that helps makes JUICED such as unique 
game. Here you will be able to collect over fifty vehicles, tune and modify them and 
enter them into a wide variety of challenging events. 

CASH 


There are many ways to make money, earn cars and new components in Angel City: 
Win prize money at Events 
Place and win Bets 

Sell cars for profit (in particular, those you have won in Pink Slip races) 
Complete crew challenges 

RESPECT 


In Angel City there are eight rival racing crews. Each crew has a level of respect for 
you that can range from zero upwards. This respect level changes depending on your j 
performance within the game. Each crew will respect you for something different: e.g. 
The Urban Maulerz love circuit racing and will give more respect to a player who wins 
circuit races. Biggi will look at your sprinting qualities and heads up the A.W.B. crew 
in Angel Westside. 

Each Crew has three specific challenges to complete, and to complete the game you 
must gain everyone’s maximum respect and successfully complete all the challenges. < 
The progress bar at the top of the Respect Overview screens show you your overall i 
progress through the game. 

In the Career mode you will see a big red ’R' on the display, with a number beneath it. 
This represents total respect gained or lost during a race. If the number is red, you 
are losing respect: if it is green you are gaining respect. When you go to the respect 
overview, you will be shown respect score bars for each crew leader. Your total score 
earned during an event will now be distributed according to the different crew leader's 
opinion of you. As the scale rises, privileges are unlocked: here's how to interpret the 
scale of respect values. 









CREW 

LEADER 

LOCATION 

RESPECTS 

Urban Maulerz 

TK 

San Ricardo 

Circuit 

AWB 

Biggi 

Campbell Hills 

Sprinting" 

Vixens 

Sue Yen 

Downtown 

Showoff* 

The Wild Cats 

Maria 

Angel North Central 

Crew racing* 

Omega Tau 

Jack Walker 

Angel West Side 

Best Car 

Public Chaos 

Melody 

Southside Beach 

Car collection 

The Lordz 

Poppa Zee 

East Angel Island 

Gambling 

Legion 

Carlos 

Anderson 

Pink slips 


; These crews will also respect Circuit racing skills if you don't have race rights in their neighborhood. 

You may gain respect but it’s also possible to lose respect by driving badly, so 
beware! Generally, you need to be in the top two positions to score any respect. 

Bonus respect is added for winning by a large distance; taken away for losing by a 
large distance. Take a look at the following race types and learn how to gain respect. 

CIRCUITS & SPRINTS 

Win races, or come second in races of three or more, to gain respect. You will lose 
respect for finishing in last place in any race, or for causing accidents. 

SHOWOFF 

You gain more Respect the higher you score. However, the better you become, the 
harder it will become to get that extra Respect. If you crash, you will ‘wipe-out' your 
hard earned points so drive with care. 

CREW RACING 

As you progress you will recruit crew members to race with. Enter team races with 
your crew and earn respect. Crew racing is explained in detail later in this manual. 

BEST CAR 

Your Respect will increase if your Best Car value has increased since the last time a 
Crew saw you. Examine your career statistics for best car information. 

CAR COLLECTION 

Your Respect will increase if your Car Collection value has increased since the last 
time a Crew saw you. In CAREER mode, cars are presented in the WORKSHOP and 
categorized by their BHP rating. A modded car may have a higher BHP rating than its 
unmodified stock counterpart so will appear higher in the list. From the CAREER MAIN 
MENU, select WORKSHOP to manage your car collection. 
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CAREER MODE 



BETTING 

The more you bet on a race, the more Respect you will earn. Winning a bet is an 
additional bonus! Place a bet with other Crew leaders in the grid before a race. You 
will lose respect if you back out of a bet. Bet above the limits of the rival Crew leader 
to gain additional respect. If you are attending an event only, you can place a bet on 
an individual or team. The betting menu is accessed by selecting the desired driver in 
the starting GRID screen. Place your bet then sit back and watch the race. 

PINK SLIPS 

You will earn additional respect for winning Pink Slip races. Pink Slips races can be 
organized via your mobile phone. Later in the game you will receive calls from rival 
crew leaders challenging you to a pink slip race. 

DAMAGE 

If you damage a rival Crew's car during a race, you will lose respect from that Crew. 
Note that respect can be won and lost from Crews attending an event, not just those 
hosting the event. 


PRIVILEGES 


Each crew will award you different privileges depending on the respect they have for 
you, so as you progress though the game, each crew will indicate what they think of 
you by granting or removing 'Respect' points based on your actions and the crews' 
different preferences. Unlocking the privileges opens up the game, and means that you 
will have to excel in all areas of racing. 

100+ATTEND: 

The right to attend events hosted by this crew but NOT race. You can bet on races 
when you attend. By Attending, rival crews will also take note of your best car and car 
collection, and if relevant will award a score. 

300+ RACE: 

You have the right to attend and race. 

600+ PINK SLIP: 

You may set-up an unofficial pink slip challenge with the crew leaders 

1000+ HOST: 

You now have the right to host your own events on this crew’s turf. 











VARIABLE DRIVER SKILL 


When betting against other drivers, or racing for pinks, the skill of the other driver 
will vary. For example, if you raise a bet, the opponent will drive more keenly... 
ooviously he has more to lose! If you enter a Pink Slip race, the same is true, so be 
prepared for a real challenge when you raise the stakes! 


DISTRESS SYSTEM 


The exclamation mark shows that a driver 


JUICED is all about driving with skill and avoiding damage at all costs. If you damage 
your car, you must repair it at a cost. You will lose respect for damaging other 
drivers' cars. JUICED features the Distress'® system, or Driver Induced Stress 
system, which simulates drivers who make mistakes according to their skill levels and 
degree of calm. If an exclamation mark appears over an opponent's car when you are 
tailgating them, get ready for them to make a mistake. Sometimes they will, but not 
always. More experienced drivers keep their cool longer than inexperienced drivers. 
This allows you to play tactically. Pressing f on the * during a race highlights the 
drivers names and stress levels. Yellow means calm, orange means agitated and red 
indicates panic. When the indicators flash, trouble is never far away. 


is stressed and might make a mistake. 
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CAREER MODE 



CREW RACING 

Other drivers may send a text message to your MOBILE PHONE asking to join your 
Crew. If you hire them, they will need a suitable car for racing. To compete in a crew 
race you must have at least two cars in the same class and enough drivers to enter. 
During the event set up, you are able to select the cars to take, the drivers you want 
and eventually decide who drives which car. When building a team, it is a good idea to 
enter your drivers into a race and not yourself. By controlling them from the sidelines, 
you are able to study their skills and see how well suited they are to the car you have 
built for them. Experimenting with different combinations of driver and car may yield 
very different results. 

The crew to get all their drivers across the finish line first will win the race. 

CREW CONTROLS 

When crew racing, you can tactically control your crew members aggression 
during a race. Use the following controls to switch between high, medium and low 
aggression of each driver. 

DRIVER 1 COMMAND CONTROLS 
Press \/%r on the + 

DRIVER 2 COMMAND CONTROLS 

Press <■/■► on the 

DRIVER 3 COMMAND CONTROLS 

Press the © and © buttons 

HIGH AGGRESSION the driver will race flat out with maximum aggression but at high¬ 
speed they may become stressed quickly, and make more mistakes. 

MEDIUM AGGRESSION - the driver will try to hold position. This is ideal if you have 
a second driver ahead and wish to put a defensive buffer in place to protect that 
lead position. The driver will also calm down if they have become stressed. 

LOW AGGRESSION - the driver will back off and drop back through the pack. 
However, if they were stressed then they should recover quickly. 

It takes practice to perfect a Crew racing strategy. Your strategy will also vary with 
the number of Crew members you are racing and whether or not you are entered in 
the race too. As your Crew gains experience, you will notice that they can drive for 
longer periods on high aggression before they become stressed, and are far quicker to 
recover when they have become stressed. 
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GO RACE 


Find out about the many Street Racing events in Angel City by checking the EVENT 
CALENDAR. There is no obligation for you and your Crew to participate in every listed 
event. However, the neighborhoods you visit and the events you race in all impact the 
different respect factors of the various crews. 


EUENTS CALENDAR 



SPRINT 




i 

| 





| 



w to 1 



i 


1 11 




Here you can pick an event, check out the 
event flyer, and the crew hosting the event. 


There are 3 different types of events displayed in the EVENT CALENDAR. Events are 
added as your respect improves, your cash reserve increases or your car collection 
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CAREER MODE 



expands. You do not have to enter every event on the calendar, feel free to choose any 
event that takes your fancy. Events are color-coded: 

BLUE - Shows the current day on the calendar. 

GREEN - An event at which you can race. 

YELLOW - An event that you may attend or bet on, but cannot enter. Attend these 
events to raise cash or see cars in action from a class you do not yet own. 

RED - Events you can't attend due to insufficient cash or Respect. 

A flyer will be displayed for each event on the calendar. The flyer contains all the 
information about the event; Location, Race Type, Car Class, Distance etc. 

HOSTING EVENTS - You may host your own event on any empty day on the calendar^ 
Press the © button on the empty day and create your own custom event. You may" 
host an event in your home location 'Super-speedway' or in any crew's location for 
which you have host privileges. 

SPONSORED EVENTS - Elite manufacturer-sponsored events featuring longer circuit 
races and high-value prizes including valuable 'prototype mods for successful 
Crews. 

SPECIAL EVENTS - Some events have entry criteria such as car territory, car 
manufacturer and even prototype car only events. 

PINK SLIP - The ultimate race experience where you go head-to-head with a rival 
Crew Leader; the winner walks away with the loser's car. 

CREW RACES - To enter these, you will need to recruit a crew and provide them 
with a suitable car to participate in crew races. You can recruit up to three street 
racers to join your Crew. The winner is the Crew who gets all of their cars across 
the line first. 


Don't know what to do next? Use the advice system! This system will analyze your 
status and suggest the best thing for you to progress further in the game. Of course 
you don't have to follow the advice. 







WORKSHOP 



the WORKSHOP and choose the car you wish to modify from 
; CUSTOMIZE to modify it. Car performance mods are categorized 
el 2‘ Level 3' and 'Prototype'. Performance mods are unlocked in 
~»ng and winning races D rototype’ mods can only be unlocked by winning 
nsored events. ^he r e a^a :~ree e~eas of modification: Performance Appearance 
Paint Jobs. 


REPAIR/MAINTAIN 

ev€~:= tires ana brakes wear out and Nitrous Decomes depleted. They can be 
ed in tne WORKSHOP for a fee. if the bodywork is damaged, it can be repaired 
■e _ e :co atar an event. This command is only visible if it is necessary, and other 
-e~_ tnoices will be inaccessible until the necessary work has been paid for. 


CAR SPEC 

.■ 5.7 a breakdown of your car’s modifications. This screen will also highlight any 
available upgrades. 


CUSTOMIZE - PERFORMANCE 

Performance tuning allows you to enhance the performance and handling of your car. 
Be aware that you can enhance the performance of a car to such an extent that it 
crosses from the top of one class into the bottom of the next. You can use the Engine 
Management System to reduce performance back to within lower class limits. 


INDUCTION SYSTEM - Improved flow filters increase horsepower and should be 
used in conjunction with upgraded exhaust systems. 
















18 


CAREER MODE 



SUSPENSION - Higher-rated and stiffer suspension improves road handling, 
cornering and braking. 

RIDE HEIGHT - Lowering the ride height helps reduce body roll and looks cool, 
however lower cars will react more severely to curves and bumps 

EXHAUST SYSTEM - Not only improves power and torque, and changes the sound of 
your car too! 

GEAR RATIOS - Tune your gears for higher speed or greater acceleration. 

TIP: Short tracks favor acceleration; longer tracks favor higher top speed. 

BRAKES - Powerful cars need improved brakes so you can control them into 
corners. TIP: Brake before entering bends rather than during bends to avoid losing 
control. 

TIRES - The more expensive tires will provide better grip and better wear. 

Tip. Tires with less grip may help you in Showoff but hinder you on a wet Circuit race 

TURBO SYSTEM - Improve acceleration as demonstrated by a clear step in power 
and torque when tested on the DYNAMOMETER. TIP: It is possible to blow your 
turbo by aggressive driving. 

NITROUS - An affordable gas injection system that adds tremendous acceleration 
for a few seconds at a time. TIP: Nitrous is vital for success at Sprint events. 

ENGINE MANAGEMENT SYSTEM - Fine tune the engine power (BHP) close to the 
limit of a class. TIP: If you tune a car out of one class and up into the next, use | 
the Engine Management System to reduce performance as it is always better to ^ 
be at the top of a lower class than the bottom of a higher class. 


CUSTOMIZE - BODY STYLING 

You won't get far on the Street Racing circuit if you dont learn how to modify the 
appearance of your car. Car modding is an art form, and all the tools you will need are 
available in the WORKSHOP. 

FRONT BUMPER - Bumpers improve downforce and road-handling. 

HOOD - Some types add value in terms of styling, while carbon fiber hoods save 
weight and are the most respected type. 

WHEELS - New wheels will earn extra style respect. 

SIDE SKIRTS - Skirts improve downforce and road-handling. 







REAR SPOILER - Choose from a range of car specific and general purpose spoilers. 
Each one adds downforce to improve handling. 

REAR BUMPER - Bumpers improve downforce and road-handling. 

DECALS - Choose from a variety of designs. Basic vinyl types are available in a 
"=nge of colors. Airbrush themes are more expensive but are highly rated. 

^EMOVE/COLOR SPONSOR DECALS - Not everybody wants to shout about what's 
:he hood, so here's how you remove the performance component logos from 
: _ e side of your car. 

TUfTS - A ter the transparency of the windows to nearly opaque for added style 


HEIPiS - Bright neons get you noticed but may get damaged during a race. 

2 :: :* .zs- “-c=- : = s. Match the exterior paintwork to earn Respect. 

■ CM EST3MKST - Gain respect with a top-rated in Car Entertainment (ICE) 


§*i » - cc- ~e sgjx :* torn - S^es: for rassling others online. 

mm smu 

It’sse pafxmm schemes using a como^auon of Base. Mere iic and 

-sre=cr“ :oors -'ec^este a color scheme, take a note of the (X.Y3 REF 


5*5E C8L0R - Choose the base color for the car at the price showm 

METALLIC COLOR - Add a metallic sheen to the car for the price snovr Changing 
:“■= ntensity aetermines how ‘metallic’ the finish looks. 

PEARLESCENT COLOR - A specialized finish that changes between two colors 
ceoending on the viewing angle. Changing the intensity alters the dominant color. 

WHEEL COLOR - Add that finishing touch by adjusting the color of your wheels to 
match the car. TIP: Re-coloring your car can be an expensive process. Win a few 
~aces in a well-tuned car before spending extravagantly on the paintwork! 
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CAREER MODE 



You may choose to modify individual components, or select a Tuning Shop, which lets 
you place a pre-selected range of selected parts on your vehicle. These packs also 
make clear what class the car will be after modification. Pay attention to whether yoL" 
car will be near the bottom or top of a class. 


DYNAMOMETER 



Use the dynamometer to check out 
the performance improvements. 


The Dynamometer visualizes the difference that your engine modifications make to the 
car's performance. When you buy a car, check it out on the dynamometer, make 
modifications and test it again. 
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UST DRIUE 


per ,qj modify power and handling you should really check the difference you are 
ran taking a test drive before you enter any events. Be careful not to damage 
be car as all repairs must be paid for. 

EW CAR SCHEME 

izj store or apply a visual scheme to you car. If you want all your cars to have a 
' scoearance, use this option. 



SELL CAR 


5 option to sell this car. Note you can have a maximum of 55 cars in your 


L£JWE WORKSHOP 

£Q the Main Career Menu. 


ASPECT 



Vertical bars show crew respect, checks 
show completed challenges and the 
horizontal bar shows overall game 
progress. 


See:: r is option to get an overview of your current respect status throughout Angel 
ps§ ~z complete the game, you must get full respect from every crew and complete 
art Grew Challenges. 
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CAREER MODE 




Check to see the detail of how well you are 
doing against each crew. 


Here you find some detailed statistics about your career including respect history, ca 
statistics and much more. 


CREW 


This option allows you to review some 
information about your crew members. 
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of contacts in your MOBILE PHONE by betting with rival leaders, then call 
:a*:e a challenge or set up a Pink Slip race. Each crew has its own three favorite 
^ 5i * of which require specific cars. To gain 100% completion you will need to 

r*.e 5 i the challenges. Check your progress in the Respect Status screen: as each 
**= e~ge is completed, the X's below the relevant respect bar will turn into checks. 


Once you have made a bet with a crew 
leader, you’ll get calls from them. 


DEALERSHIP 



New cars are available from the 
showroom, and used cars from 
a dealer and |unk yard 


HALERSHIP - view all the cars currently available in the new and used market in 
: ty. Cars are categorized by their power (BHP) rating. Cars will either be brand 
: but in reasonable condition, or scrap. Newer cars will have better 

initially and maintain greater value. As new cars come onto the market, 
w# 05 notified by the dealer on MOBILE PHONE. 
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MULTIPLAY 



SPLITSCREEN 


Create a Custom split screen game for two players using any of the cars, tracks and 
routes in Angel City that have been unlocked in Arcade Mode. 

SYSTEM LINK PLAY 

Link up to 6 consoles together and create a CUSTOM game using any of the cars, 
tracks and routes in Angel City. 

KBBK LIVE 

Visit Xbox Live to experience the best of Angel City's street racing scene. Compete 
for fun with online CUSTOM racing or take your CAREER Crew and car collection onto 
the streets for the ultimate online experience. 

SETUP 


You will need an Xbox Live account to play JUICED online. JUICED uses Xbox Live for 
online matchmaking. You must use an existing or create a new Xbox Live account 
before playing. Note that you must have high-speed internet service [cable or DSL) t: 
play Xbox Live. 

CREATING AN KBOX LIVE ACCOUNT 

You can create a new Xbox Live Account in the Xbox Dashboard. When creating a ne* 
Xbox Live Account, you will be asked to provide or select: 

1. Your billing region 

2. Read and accept the Terms of Service. 

3. Enter a gamertag (your user name) 

4. Enter your Date of Birth 

5. Enter your subscription code 

For more details about Xbox Live, visit www.xbox.com 


MBOX LIVE OPTIONS 

There are two additional Xbox Live specific options in the main menu. 

• Appear Offline - Set to YES if you want to play online without your friends knowing 

• Voice Through Speakers - Set to YES to hear other players voice communication 
through the speakers of the TV when you do not have a head set inserted. 


KBOK LIVE GAMES 

QUICK MATCH 

Find and join a CUSTOM or CAREER game based upon the options you select. Select 
SUBMIT when you have found a game that matches your selection. If a match cannot 
be found, you can create a new game using your chosen criteria. — 












I VT MATCH 

= , a list of active CUSTOM or CAREER games based upon the options you 

! CtiATE 

»Cres:a a new CUSTOM or CAREER game based upon the options you select. Note 

per. <ou sowd a Garaiw tote. % rav ta garage ta 

^fcrir' :g join or create an Xbox Live Career game. 

FKIEMOS 

Bfev- the online status of your Friends. 

SCOREBOARD 

Mtctrss online SCOREBOARDS displaying: 
iHSRLD RANKING - Your JUICED global ranking. 

J! 5 LAP TIMES - The best lap times for each track and route. 

*i- 5HOWOFF SCORES - The best Showoff scores for each track 
Wl SLIPS - Wins, losses and accumulated cash winnings. 

SMI OUT 

I Sgr ^om Xbox Live and return to the JUICED main menu. 

IHUUi OPTIONS 

: ~5~ depending on whether you choose Quick Match, Optimatch 
■frestc on the Xbox Live menu. Whichever you choose, you can then 
■tecs Custom or Career races. 

I3STQM OPTIONS 

■BTC 4 . 1 games can be created using any of the cars, tracks and routes 
City The configurable settings for CUSTOM games are: 

KBS 

A" 5 ~ creating an Arcade game, choose whether game access is public (anyone 
car am) or private (only invited friends can play). 

tms ALLOWED 

together modified cars are allowed. 

*: :: 0RMANCE GROUP 

fes a specific performance group requirement for the race 

auisioN 

collision is allowed. Disable Collision if you are experiencing network lag. 
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MULTIPLAY 




KBOX LIVE CAREER OPTIONS 

Xbox Live CAREER games use your offline CAREER Crew and car CQLLECTION. 

Note that you must have already created an offline Career before taking it online. 
Also, before entering any Pink Slip challenges, be aware that any changes to your car 
COLLECTION that occur whilst online will appear in your offline car COLLECTION. 


The configurable settings for CAREER games are: 

ACCESS 

When creating a Career game, choose whether game access is public 
(anyone can join) or private (only invited friends can play). 

TEAM RACE 

Race as Solo or take your CREW online and enter team-based races. 

UPPER CAR CLASS 

Limit the upper range of car classes (based on horse power) that can be entered 
into races. 

LOWER CAR CLASS 

Limit the lower range of car classes (based on horse power) that can beentered 
into races. 









CAR CRITERIA TYPE 

_ mit the criteria by which cars are limited in races: None, by Territory by Make or 
Model. 

CAR CRITERIA 

T ne criteria limiting the car entry: TERRITORY - Any, Japan, USA, Europe. MAKE - 
Any. Honda, Toyota, Mitsubishi, Mazda, Nissan, Subaru, Ford, Fiat, Volkswagen, 
-ejgeot, Renault, Vauxhall, Chevrolet, Pontiac, Dodge, Holden. MODEL - Any car 
model type. 

PINK SLIP EVENT 

Enable Pink Slip racing online, allowing you to win your opponent’s car. Note that 
: nk slip racing online is only possible with two players (you and an opponent). 

Sc the Minimum Players setting should be 2. 

ftORLD RANKING 

v ?j r ranking is your position in the world relative to other players, and this is 
“rtermined by the rating that you earn through playing online. The number of races 
have entered is also shown. Your rating is based on your win points, which are 
moportional to the quality of the opposition you choose: for example, if you beat 
:-:^eone with a much higher rating, you may score up to ten points. If you lose, 
men points equal to the winner’s are deducted from your rating. Entering a race 
* :n more players increases the potential number of points you can win. Beating 5 
ifcole will increase your rating by 5 times as much as beating 1 person. Beware 
"i.vever, as losing to 5 people means 5 times as many points lost! 

.NIQUE ONLINE POSSIBILITIES 

JUICED sets itself apart thanks to the unique possibility to influence the global 
'rzord from a single player game! That’s right, even when you are in a single-player 
;sme it is possible to set record lap times on-line! Just get connected before 
: aying, then enter your single player game to challenge the world records as you 
advance your career! Your online friends will also be able to contact you with 
‘.stations to race. 
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FLO. RES “WE GOT THE BEAT’ 

2 Swift and Bruce 
«to Mafia Written by T.K. 

W Nugent Published 
As<c iBMIl/ Break North 
KVWayne Writer (ASCAP) 
r z Seer, 7 Recorded by DaVE 
jar at Westlake Audio, Los 
- Assistant engineer: 

» Zalg V >ad by Bob Power at 
H|Y.NY 
BU»-s Entertainment,, LLC 
■l 9 Reiftas Entertainment, LLC 
■an Universal Music 


XZIBIT FEAT. KRONDON “KLACK” 

Produced by DJ Khalib 
Performed by Xzibit 
Courtesy of Columbia Records by 
arrangement with Sony BMG Music 
Licensing 

(Richard Tufo, Alvin Joiner) 

© WARNER-TAMERLANE PUBLISHING 
CORP. (BMI), HENNESY FOR EVERYONE 
(BMI) & CAREERS-BMG MUSIC 
PUBLISHING INC. (BMI) o/b/o Straight 
From the Shoulders Music 
ALL RIGHTS RESERVED. USED BY 
PERMISSION 


WORDSWORTH “RIGHT NOW" 

(V. Johnson, L Dorrell) 

Publishing: SelmaCarverKim and 
Khadijah (BMI) / Almetta Drew (ASCAP) 
Produced by: Ayatollah 
Administered by The Royalty Network. 
Inc. 

HalftoDth Records, LLC 
From the album "Mirror Music' 


TV ON THE RA0I0 “THE NEW HEALTH ROCK" 

Produced by David Andrew Sitek 
© 2004 Stunzeed Music (ASCAP) 

© & ® 2D04 Touch and Go Records. Inc. 



GURU “CAVE IN” 

Written by Guru and Solar 
Produced by Solar, co-produced by Guru 
for Guru Productions Inc. 

Published by 7 Grand Music/BMI 
Recorded and engineered by Matt 
Moran of Knockout Studios NY 
Mixed by Solar, Guitar by Dave Scott 


MOVING UNITS “BETWEEN US AND 
THEM” 

(Johan Boegli, Chris Hathwell. 

Blake Miller) 

Performed by Moving Units 
Courtesy of Palm Pictures Special 
Markets 

By Arrangement with Big Sounds 
International 

© 2005 Palm Songs (ASCAP). 11B over 
73 Publishing (ASCAP) administered in 
the USA and Canada by Fairwood Music 
USA (ASCAP), Palm Pictures Publishing 
(BMI). Community Leaders Music (BMI). 
Emperor Penguins An Pink Bunnies 
Music (BMI) administered in the USA 
and Canada by Fairwest Music (BMI). 

All rights administered throughout the 
rest of the world by Fairwood Music 
Ltd. (PRS) All Fairwood and Fairwest 
administration rights are by 
arrangement with Blue Mountain Music 
Ltd. (PRS) 


THE EXIES “WHAT YOU DESERVE” 

Performed by the Exies 
Courtesy of Virgin Records 
Under License from EMI Film & 

Television Music 

By Dennis Wolfe, Scott Stevens. David 
Walsh and Fred Herrera 
© 2004 EMI APRIL MUSIC INC., MATT 
SERLETIC PUBLISHING DESIGNEE. I'M 
SO RONERY SONGS, RADIOWHORE 
MUSIC. GENERAL MARMALADE MUSIC 
and CUSTER STILL HAD fT COMING 
All rights controlled and administered by 
EMI APRIL MUSIC INC (ASCAP) 

All rights Reserved. International 
Copyright Secured Used by Permission. 


EVERY MOVE A PICTURE “SIGNS OF LIFE” 

Licensed by: Every Move A Picture 
Words by Brent Messenger, Music by 
Allen Davis 

From the EP "Signs of Life" 


LEMON JELLY “88 AKA COME DOWN ON ME” 

Licensed courtesy of XL Recordings 
Limited 

Written by Fred Deakin, Nicke Franglen, 
Chris Goss and Tim Harrington 
Sony/ATV Songs LLC (BMI) 
o/b/o Sony/ATV Music Publishing 
UK Ltd 

3 Palan Music Publishing 
0 Bug Music 1 

This song contains a sample of “Blue 
Garden", writers and publishers are 
designated with a *. 


KASABIAN “CLUB FOOT” 

Performed by Kasabian 

By Sergio Pizzomo and Christopher 

Karloff 

© and © 2004 BMG UK & Ireland 
By arrangement with Sony BMG Music 
Licensing 

© 2004 EMI Music Publishing LTD. 

All rights in U.S. and Canada controlled 
and administered by EMt / Blackwood 
Music Inc (BMI) 

AH rights reserved. International 
copyright secured. Used by 
permission. 


BEANS “DOWN BY LAW" 

Produced by Beans 

Written by R. Stewart (Warp Music) 

® and © 20Q4 Warp Records Limited 
in the US and Canada controlled and 
administered by Forey Music (SESAC) 
All rights reserved. International 
copyright secured Used by Permission. 
Taken from the album 'Shock City 
Maverick* 

Licensed courtesy of Warp Records 
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CREDITS 



“HURT YOU SO” 

Words and Music by Johnny L 
Performed by Jonny L 
® 1992 Tuchwood Records 
Licensed courtesy of The Echo Label Ltd. 
© 1992 EMI Virgin Music Ltd., London 
WC2H OQY 


“BACK TO BASICS” 

Words and Music by Jenna Gibbons. 
Simon Marlin and Max Reich 
Performed by Shapeshifters 
Courtesy of EMI Records 
Under license from EMI Rim & 
Television Music 

© 2005 EMI Music Publishing Ltd.. 
London WC2H OQY, Sony/ATV Music 
Publishing and Copyright Control 


“ARCHITECT” 

Contains a sample of ‘Pick Up The Pieces’ 
Written by Barry Ashworth. Jason 
O'Bryan, Roger Ball, Malcolm Duncan. 
Alan Gorne. Robbie McIntosh. Owen 
McIntyre Bnd Hamish Stuart 
Performed by Dub Pistols 
© 2003 Distinctive Records 
© 2001 BMG Songs Inc. (ASCAP) o/b/o 
BMG Music Publishing Ltd. and 
Deconstruction Songs Ltd., Joe's Songs, 
Inc. (ASCAP). Bug Music Ltd. (PRS) and 
Average Music (ASCAP) administered 
by Bug. Fairwood Music USA (ASCAP). 
Fairwest Music USA (BMI) (Outside the 
USA and Canada: Fairwood Music (PRS)l 


“6 SPACE (NEXT LEVEL)” 

Contains a sample of “The Next Level’ 
Written by I. Walker, Erick Brooks, 
Joseph L. Kirkland, James Robinson and 
Ricardo Smith 
Performed by ILS 

® 2002 Marine Parade Music Ltd 
© 2003 Wamer-Tamerlane Publishing 
Corp. (BMI). J.V.H. Music (BMI). Liquid 
Music (BMI), EMI Blackwood Music Inc.. 
Empire International Music Inc., Dusty 
Fingers Music. Ail rights o/b/o itself. 
J.V.H. Music and Liquid Music Admin, 
by Warner-Tamerlane Publishing Corp. 
All rights for Empire International Music 
Inc. and Dusty Fingers Music controlled 
and administered by EMI Blackwood 
Music Inc. (BMI) 


“MADE IN 2 MINUTES” 

Written and produced by G. Bowden, J. 
Low and P. Gregory 

Vocals performed by J. Low, P. Gregory 
and P. Low 

Licensed courtesy of Public Demand 
Records 

Published by All Boys Music 


“FINISHED SYMPHONY” 

Written by Mike Truman 
Orchestral parts arranged and scored 
by S. Puttnam 
Performed by Hybrid 
® 1999 Distinctive Records 
© 1999 Sony/ATV Songs LLC (BMI) 

“KILLA" 

Written and produced by 
Warren/Wistemoff 
Performed by Way Out West 
® 2004 Distinctive Records 
© 2004 Warren/Wisternoff (PRS) 

“FLIPMODE” 

Written by J. Smith, S. Davies and 

T. Hugh Jones 

Performed by Stereo 8 

Licensed from Finger Lickin' Records Ltd. 

“DUBHEAD” 

Written by Lee Coombs and Christian 
Alan 

Performed by Lee Coombs and Christian J 
Licensed from Finger Lickm Records Ltd. 
© 2004 Reverb Music Ltd. All rights 
administered in the United States and 
Canada by Songs of Universal, Inc. (BMI) 

“ALRIGHT ALL NIGHT” 

Written by Lee Coombs and Marvin 
Beaver 

Performed by Lee Coombs and Dylan 
Rhymes 

Licensed from Finger Lickin' Records Ltd. 
© 2004 Reverb Music Ltd. All rights 
administered in the United States and 
Canada by Songs of Universal. Inc. (BMI) 

“PASSION” 

Written and produced by Simon B. Slater 
Performed by Gat D6cor 
Licensed by SBS Productions 
Published by SBS MUSIC 

“READY STEADY GD” 

Written by Paul Oakenfold and Andrew 
Gray 

Performed by Oakenfold 
Courtesy of Maverick Recording 
Company by arrangement with Warner 
Strategic Marketing 
© 2002 Maverick Recording Company 
© 2002 Songs of Windswept Pacific 
(BMI) o/b/o Mute Song Ltd. All rights 
administered by Windswept. Universal 
Music Publishing Ltd. AH rights 
administered in the United States and 
Canada by Universal - PolyGram Int. 
Publ.. Inc. (ASCAP) 

ALL RIGHTS RESERVED 
INTERNATIONAL COPYRIGHT SECURED. 
USED BY PERMISSION. 


© 2005 THQ Inc. All manufacturers, 
cars, names, brands and associated 
imagery featured in this game are 
trademarks and/or copyrighted 
materials of their respective owners. All 
rights reserved. Uses Bink Video. 
Copyright © 1997-2004 by RAD Game 
Tools. Inc. This product contains 
software technology licensed from 
GameSpy Industries. Inc. © 1999-2003 
GameSpy Industries, Inc. All rights 
reserved. Dolby and the double-D 
symbol are registered trademarks of 
Dolby Laboratories. Developed by Juice 
Games Ltd. Juice Games and its logo 
are trademarks of Juice Games Ltd Afl 
rights reserved. Juiced and its 
respective logos and THQ and its 
respective logos are trademarks andc" 
registered trademarks of THQ Inc. Ail 
rights reserved. All other trademarks, 
logos and copyrights are property of 
their respective owners. 
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